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Getting Started 
Apple Computers 


Equipment You Need 
1. Monitor or TV 


2. 64K Apple II Plus, /le, llc, llc Plus, or IIGS 
3. Disk drive 


Apple ® is a registered trademark of Apple Computer, Inc. 


Loading Microzine 
1. Open the disk drive door. 


2. Hold the disk with the label end facing you. 


3. If you have a 3.5-inch disk, insert the disk slowly with the label 
facing up. If you have a 5.25-inch disk and the program you want 
is on Side 1 of the disk, insert the disk slowly with the label facing 
up. If the program you want is on Side 2 of the disk, insert the disk 
slowly with the label facing down. 


4. Close the disk drive door. 


5. Turn on the computer and monitor (or TV). 
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MS-DOS Computers 


Equipment You Need 


1. 
2. 


Monitor or TV 


256K IBM with a Color Graphics Adapter (CGA), Tandy 1000, or 
any 100% compatible 


3. Disk drive 
4. Disk Operating System (DOS), version 2.0 or higher 


Loading DOS 


You must load DOS into your computer before you can load 
Microzine. 


1. 


If you have a hard drive, turn the computer on. 


lf you have DOS on a 5.25-inch disk or on a 3.5-inch disk, open 
the disk drive door and insert the disk. Turn the computer on. 


2. You will see a DOS prompt. The prompt will be a letter followed by 


a greater-than sign (A>, for example). The letter of the prompt | 
corresponds with the disk drive. 


. If you want to load Microzine in the drive that corresponds with the 


letter of the prompt (for example, if the DOS prompt is A> and you 
want to load Microzine into Drive A), put the Microzine disk in that 
drive. 


If you want to load Microzine in a drive that is different from the 
drive indicated by the DOS prompt (for example, the prompt is A> 


© and you want to load Microzine in Drive B), type the letter of the 


drive and a colon, then press Enter (for example, type B: and 
then press Enter). You will see a new DOS prompt (for example, 
B>). Put the Microzine disk in the drive. : 
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Loading Microzine 


Choose a program you want to load. Find the disk with that program's 
name onthe label. _ 


Type these commands to load the Microzine programs: 


MICROZINE GUIDE: Type MZ and then press Enter. 





FYI: A DATABASE: Type FYI and then press Enter. 


A NIGHT AT FLEENER'S: Type ANAF and then press Enter. 


THE CASE OF THE UNIDENTIFIED FLYING ALIEN: Type 
TCOTUFA and then press Enter. 


EYES ON THE WORLD: Type EOTW and then press Enter. 





If the Microzine program does not appear on the screen, read the 
instructions once more, starting with "Loading DOS,” and try again. 
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Using Microzine 


Using the Microzine Hand 


You will use the Microzine Hand icon in most of the programs and 
features in this issue of Microzine. Use the arrow keys, or IJKM to 
move the Hand. 


Use the Hand to point to what you want to do, and then press Return 
or Enter. 


There are three different ways to point to what you want to do: 


1. Make the Hand touch some part of the word that describes what 
you want to do. If you wanted to exit a program or screen, you 
would make the Hand touch the word Exit, or the circle in icon of 
Exit, and then press Return or Enter. 


| [COMPL ITER — saa 


ol 
et 


Point to what you want =e do. 
press RETURN 


Use the IJK keys or the arroun keys to 
move the Nand. 


Type ? for Help. 
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2. Make the Hand point to a box that contains a word that describes 
what you want to do, such as the boxes on the Table of Contents. 
Make the Hand touch any part of the box, and then press Return 
or Enter. 


Point to what you want to do. Then 
press RETURN. 


Use the 1JKM keys or the arron keys to 
wove the Hand. 


Type 7? for Help. 





3. Make the Hand move a highlight bar over what you want to do. 
Main menus will use highlight bars. Make the Hand move a 
highlight bar over what you want to do, and then press Return 
or Enter. : 


INTERACTIONS rATM MENU 


ee @ PLAY INTERACT % GSS 
@ SEE SAPPLE HNTERACT LONS 
@ SEE HIGH SCORES 
@ IHSTRUCT IONS 


@ QuiryT 


USE HAND TO CHOOSE, THEN PRESS RETURN. 
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The Microzine Guide 

There are six features in the Microzine Guide. They are Programs, 
Computer Stuff, Credits, Letters, Hand Tutorial, and Exit. The 
features are listed in a collection of boxes on the screen. Each 
box is labeled. 


Use the Hand icon to point to the box that describes what you want 
to do. For example, to read the Credits, use the Hand to point to Pig 
box labeled Credits, and then press Return or Enter. 


PROGRAMS | 

Use the Hand to point to Programs on the Microzine Guide, and then 
press Return or Enter, to read a description of the programs in this 
issue of Microzine or to load a program from this issue of Microzine. 


COMPUTER STUFF 

Use the Hand to point to Computer Stuff on the Microzine Guide, 
and then press Return or Enter to see a list of the functions in 
Computer Stuff. See "Computer Stuff," page 30. 


CREDITS 
Use the Hand to point to Credits on the Microzine Guide, and then 
press Return or Enter, to see the credits for this issue of Microzine. 


LETTERS 

Use the Hand to point to Letters on the Microzine Guide, and then 
press Return or Enter, to read letters from the Microzine Editor and — 
npeieen? readers. 


HAND TUTORIAL | 

Use the Hand to point to Hand Tutorial on the Table of Contents, or 
press ?, and then press Return or Enter to learn how to use the 
Microzine Hand. Also, see "Using the Microzine Hand," page 8. 
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EXIT | 
Use the Hand to point to Exit on the Microzine Guide, and then press 
Return or Enter, to quit using Microzine. — 


CONTROL (CTRL) KEYS 

Sometimes you will have to press the Control (Ctrl) key and another 
key at the same time. This will be written as Ctri-(the key). For 
example, if you see Cirl-N, it means press the Control key and the N 
key at the same time. 


Troubleshooter 

We have included this section in the Microzine Handbook to help 
you if you run into problems using Microzine. Each Microzine 
program is documented in the Handbook, and specific hints for using 
the program are included there. However, we occasionally receive 
calls about more general problems. 


LOADING MICROZINE 

lf Microzine does not appear on the screen, turn the computer off. 
Then turn it back on and try again. Make sure the disk drive door is 
closed, and check to see that the disk drive is hooked up correctly. 


APPLE llc PLUS 

Microzine programs run most effectively when the Apple llc Plus is 
running in slow mode, rather than fast mode. Put the Microzine disk 
in the drive. Hold down the Open Apple key, the Control key, the 
Reset key, and the Esc key simultaneously, then release all four 
keys. The computer will reboot the Microzine program in slow mode. 
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FYT: A DATABASE Microzine's 
OF OUR FIFTY Critical 


Thinking 


| STATES Feature 





What You Will Find 


"Our Fifty States” is a database which lists past, present, and fun 
facts about each of the fifty states. You may look through the entire 
database, or find lists of entries by choosing specific categories to 
search under. You may also print the database. 


Solve the database puzzles by searching the database for answers. 
If you are successful, you will receive a reward! 


Copy "FYI: A Database" 


Microzine is committed to offering your students programs that 

will challenge and reinforce their critical thinking skills. To make 
these programs accessible to your entire class, Scholastic grants 
permission for you to make one copy of the Critical Thinking program 
in this issue for each of your students. See the Computer Stuff 
feature on the Microzine Guide to learn how to copy "FYI: A 
Database.” 
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"Our Fifty States" MAIN MENU 


"Our Fifty States" has three functions, or things you may do. 
They are SEARCH THE DATABASE, SOLVE THE OUR FIFTY 
STATES PUZZLES, and INSTRUCTIONS. 


SEARCH THE DATABASE 


x SEARCH THE DATABASE has six options. They are Choose | 
Categories, Look at Entries, Word Search, List of Entries, Print, and 
Clear. 7 


¢ Choose Categories: Choose this option to search the database for 
specific categories about the fifty states. 


There are seven categories you may use to search the database. 
They are Location, State Facts, Super States/Nature, Super 
States/People, Look Who's Here, State History, and It's All Here. 


Hueber of Entries Found: 15 


pr ies 


Location 


State Facts 
Super States/vHature 
Super States/People 

NMo's Here 
State History 
It’s All Here 


Use the arrows or IJKAH to choose, then 
ress RETURN. Press ESC to quit. 





; Use the arrow keys or IJKM to select a category, and then press 
Return or Enter. The screen will display a list of subcategories to 
search under. 
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Subcategories: There are up to seven subcategories under each 
category. For example, the subcategories under It's All Here are 
Parks/Natural Wonders, Manmade Wonders, Museums/Cultural 
Centers, Industries, Annual Events/Festivals, Sights to See, and 
Sports. 


fusber of Entries Found: 


- AManeade wonders 
AHuseums/’cultural centers 
Industries 
Annual events/festivals 
Sights to see 
Sports 


Clear Category 


Use the arrows or IJKMH to choose, then 
ress RETURH. Press ESC to gquit. 





Each category also has a Clear Category option. Choose this to clear 
a subcategory chosen in a search. You can also clear the entire 
database of entries found in a search by choosing the Clear option. 
(See "Clear," page 19.) 


Use the arrow keys or IJKM to select a subcategory, and then press 


Return or Enter. The screen will display the Choose Category menu. 


The subcategory will be listed next to its category. For example, if 
you choose the category Super States/Nature and then the 
subcategory Weather, the Choose Category menu will display: 
Super States/Nature: Weather. 
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Humber of Entries Found: : 
Choose Ca 


290r ies 


Use the arrows or IJKM to choose, then 
press RETURN. Press ESC to quit. 





The computer will search the database to find the entries that fit in 
that subcategory. The number of entries found in the search will 
appear in the upper right-hand corner of the screen. 


lf you would like to add another category to your search, use the 
arrow keys or IJKM to select a new category. You may search 
through as many categories as you'd like, but you may only select 
one subcategory within each category. 


Suppose you want to look at all states that are located in the 
Northeast and that are part of the original 13 states. Select 
Search the Database from the MAIN MENU. Then select Choose 
Categories. 
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Select the category "Location." Choose the subcategory 
"Northeast." Now move the arrow keys or IJKM to the category 
"State History." Choose the subcategory "Original 13 states." 


huaber of Entries Found: : 


Choose Categories 


Location: Northeas 


State Facts 


Super States/Nature : 
“Super States/People. 


Look Who's Here’ _ 
State History:D0riginal 13 states 
It's all Here 


Use the arrows or IJKM to choose, then | 
Dress HN. Press ESC to quit. 





Choose Look at Entries to see the results of the search. 


_ Press Esc to return to the SEARCH THE DATABASE menu. 


Look at Entries: Choose this option to look at all the entries in the 
database in alphabetical order, with Past Facts listed first, Present 
Facts listed second, and Fun Facts listed third. Or use this option 
to see all the entries found in a search. | 


Word Search: Choose this option to search the database for 
(a) specific word(s), character(s), or number(s). 


Type the word(s), character(s), or number(s) you want to search for 
and then press Return or Enter. You can type up to 25 characters. 
The computer will search the database for entries that contain the 
characters you typed. If you already narrowed down your search by 
using Choose Categories, Word Search will only search through that 
— limited list. 
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Mord Search 


FEBRUARY 6 


Number of Entries Found: i 
Checking entry number :150 


Press RETURN to continue or ESC to guilt. 





Suppose you want information about all of the states that mention 
French and Spanish exploration. Choose Word Search, and type 
the word "French." Twenty-two entries will appear. Press Return or 
Enter to go back to the SEARCH THE DATABASE menu. Choose 
Word Search again, and type the word "Spanish." The database will 
then search the 22 entries found in the previous search. It will find 
six entries that contain the word "Spanish." To read these entries, 
press Return or Enter and choose Look at Entries. 


You can also search for numbers using Word Search. If you want to 
know in which states the year 1763 was important, choose Word 
Search from the SEARCH THE DATABASE menu. Type in the 
number 1763. This search will find six entries. Choose Look at 
Entries to read them. | 


___ Make sure to clear the previous search before starting a brand-new 
R search. 
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To correct a typing mistake, use the Delete key or the ¢— key to 
backspace over the mistake. 


Press Esc to return to the SEARCH THE DATABASE menu. 


_ ¢ List of Entries: Choose this option to see a list of all the entries in 
the database, in alphabetical order, beginning with Past Facts, 
Present Facts and finally, Fun Facts. Or, use this option to see a 
list of all the entries found in a particular search. 


Use the arrow keys or IJKM to select the entry you would like to read, 
then press Return or Enter. The entry you chose will be displayed 
on the screen. You can only read one entry at a time. 


Nueber of Entries Found: 


~ Colorado-Past 
' Indiana-Past 

~ Kansas-Past 

Haryland-Past 

Hichigan-Past 


Missouri-Past | 


Use the arrows or IJKH to choose, then 
press RETURN. Press ESC to quit. 
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e Print: Choose this option to print one entry, all of the entries found 
in a search, the entire database, or just the list of the entries found 
in a search. 


The printer will ask if-you want to have the Line Feed option turned 
on. 


The Line Feed option moves the paper through your printer one 


_ line at atime. Some hardware, such as printers, or printer cards, 


automatically moves the paper through the printer one line at a time, 
so you will not want the Line Feed option turned on (No). 


Some hardware does not automatically move the paper through the 
printer one line at a time, so you will want the Line feed option turned 
on (Yes). 


To test whether you need the Line Feed option turned on or off, 
print a database entry. 


lf the text appears as one solid black line, you need to have the Line 
Feed option turned on. 


If the text appears with space between the lines of text, you need to 
have the Line Feed option turned off. 


Press Esc to stop printing. 
¢ Clear: Choose this option to clear the entire database of entries 


found in previous searches. Use this option if you would like to 
begin a new search. 
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SOLVE THE OUR FIFTY STATES PUZZLES 


Choose this function to solve the database puzzles. 


Each puzzle has five questions. If you don't know the answer to a 
question or if you type in the wrong answer, press Esc to return to 
~ the database. Then search the database to find the answer. 


When you know the answer to a question, choose SOLVE THE OUR 
FIFTY STATES PUZZLES again. The program will ask if you want to 
return to the puzzle you were playing before or if you want to start 
from the beginning. Use the arrow keys or IJKM to choose, and 
press Return or Enter. 





INSTRUCTIONS 


Choose this function to read about how to use the database and 
solve the puzzles. 
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What You Will Find 


It's your dad's birthday, and you still haven't gotten him a gift! You go 
to Fleener's Department Store to find the perfect present. 


While you're there, the store closes! Be careful! The store is 
patrolled by a robot security system. The robots will surely kick you 
out if they find you in the store! Can you outsmart the robots, find a 
gift for your dad, and make it home in time for his birthday party? 


Moving Through Fleener's 
Type these commands to move through Fleener's: 


et). = 


e W for Walk: Type W to walk in the direction you are facing. You will 
keep walking in that direction until you type a different command. 
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lf you are walking and come to a down stairway, you will automatically 

walk down the stairs. If you don't want to walk down the stairs, type J 

to jump over the stairs (see "J for Jump" below). 

¢ Z for Zip (Walk fast!): Type Z to zip through a room. 

-¢ S for Stop: Type S to stop walking or zipping. 

¢ Ror —> for Right: Type R or —> to turn right. 

e Lor ¢— for Left: Type L or ¢— to turn left. | ‘ 
¢ C for Climb: Type C while you are walking to climb a stairway. 


¢ J for Jump: Type J while you are walking to jump over something. 


e T for Take: Type T and the name of the object you want to take. 
Then press Return or Enter. 


For example, if you want to take a magnet, type T MAGNET, and 
‘press Return or Enter. 


¢ U for Use: Type U and the name of the object you want to use. 
Then press Return or Enter. 


For example, if you want to use a magnet, type U MAGNET. Then 
press Return or Enter. 


¢ | for Inventory: Type I to see a list of all the objects you are carrying. 
Then press Return or Enter to go back to the story. 


« ? for Command List: Type ? to see these commands at any time. ee 
Then press Return or Enter to go back to the story. } 
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Correcting Mistakes 


lf you make a mistake while typing, press the Delete key or the 
«— key to backspace over your mistake. _ 


Four Gifts 


There are four versions of this story. In each version you buy your 
9 dad a different gift. 


Each time you read the story, the program will ask if you bought your 
e dad a gift. If you did buy him a gift, type the name of the gift and 
press Return or Enter. 


If you didn't buy a gift for your dad, just press Return or Enter. 


Helpful Hints 


¢ Smart shoppers will look for the Convenient Shopping Service 
computer. It will help you locate the perfect gift. You'll have to 
know a special password before you can use the computer. Keep 
your eyes open, and write down the password when you find it! 


¢ Good bargain hunters make a map of Fleener’s as they adventure 


through the store. Write down the name of each department you 
visit and the things you find there. 
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THE CASE OF THE 
UNIDENTIFIED 
FLYING ALIEN Mystery 





We at the Microzine Mystery Society used our powers of observation 
and logic to deduce that you would be using Monitor Mystery today. 
Last night one of our agents secretly turned your everyday computer 
into a Sherlock 221B Mystery-solving Computer! Can the two of you 
work together to solve this out-of-this-world mystery? 


What You Will Find 


You will read a story, look at a picture, and then answer questions to 
solve "The Case of the Unidentified Flying Alien." 
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"The Case of the Unidentified 
Flying Alien" MAIN MENU 


This Monitor Mystery has two functions or things you may do. They 
are INSTRUCTIONS and THE CASE OF THE UNIDENTIFIED FLYING 
ALIEN. 


INSTRUCTIONS 


Choose this function to learn how to solve "The Case of the 
Unidentified Flying Alien.” 


THE CASE OF THE UNIDENTIFIED 
FLYING ALIEN 


Choose this function to solve "The Case of the Unidentified Flying 
Alien." The mystery is divided into three parts: the Story, the Picture, 
and the Questions. 


The Story 


Read the story to learn the facts you will need to answer the 
questions. 


Type P to see the picture. Type Q to answer the questions. 


The Picture 

Study the picture and search it for clues. A magnifying glass will 
appear. Move the magnifying glass over every object in the picture, 
and then press Return or Enter. Clues will appear at the bottom of 
the screen. 


Use these keys to move the magnifying glass: 


Apple II Plus Apple /le/Iic/llc Plus/IGS MS-DOS 

| to move up lor f to move up ft to move up 

J to move left Jor ¢-to move left + to move left 

K to move right K or — to move right — to move right 
Mto move down Mor | tomove down 4 to move down 


Type S to read the story. Type Q to answer the questions. 
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The Questions 


Answer the questions to solve "The Case of the Unidentified Flying 
Alien." Your 221B computer will tell you if all your deductions are 
correct. 


lf one or more of your deductions are wrong, your 221B computer will 
ask you to type in the number of the answer you want to change. 


When all your answers are correct, your 221B computer will ask you 
one final question. 


FINAL QUESTION 

Answer the final question to solve the mystery. If your answer is 
wrong, your 221B computer will ask you if you want to try to answer 
the final question again. 

Type Y for Yes and N for No. 


_ When you answer the final question correctly, your 221B computer 
will ask if you want to compare your deductions with it. 


Type Y for Yes and N for No. 
You will then read the final story screens. 


Microzine Mystery Society 
Mystery-solving tips: 


A smart sleuth reads the story carefully to learn all the facts. 


An inventive investigator checks each object in the picture for 
Clues. 


If the 221B computer says that at least one answer is wrong, a 
daring detective carefully reexamines each answer to make sure an 
“obviously” right answer is not, in fact, dead wrong! 


After answering the final question correctly, a magnificent mystery- 
solver always compares deductions with the 221B computer to see 
how logical minds think alike. 
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What You Will Find 


In "Eyes on the World" you will look at a picture of something you've 
seen before. But you probably won't be able to recognize it, 
because it's blurry! 


You will clear up the picture little by little, until you can guess what the 
object is. Then figure out in which country you'd find that object. 
The pictures may be of a famous site, an important building, or a chief 
product of a country. For example, if the picture is of a penguin, you 
would type ANTARCTICA. 


There are 15 puzzles for you to solve. See if you can name all the 
countries pictured! 
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The "Eyes on the World" Play Screen 


You will solve the puzzles on the "Eyes on the World” Play screen. 


This screen has a picture box, a scale, a score box, and a command 
box. 


oun ou find thi 
nese country's Ss the. hone of sushi command box 
and Bui Taines ‘like these. 


Paugeayaggysetsesusnon stances uanscsccacseasvavcencvesurenenaseetesceseoccuacevacenstasccansenstcyaaygyeeresereesressenconssonaczece 
ieee Perit sesnreseerssvocececesesrcvess! 


nt scale 


picture box 






| tH score box 






2 Type your 
aS soon as you can! Type HINT “tor. a 
Clue, HELP for instructions, or QUIT 
to stop. 


The puzzle will appear in the picture box. 


The scale is next to the picture box. It measures how clear a picture 
is. The scale is labeled Blurry at the bottom and Clear at the top. 
Each time you press the —> key to clear the picture, the arrow on the 


scale will move up one notch. The scale has seven notches for each 
of the seven levels between Blurry and Clear. 


Your score will appear in the score box below the scale. If you solve 
the puzzle without focusing it at all, you will get seven points. Your 
score drops one point each time you focus the picture. 


You will type your answers, or the commands Hint, Help, or Quit in 
the command box. 
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Options | 

"Eyes on the World" has three options or things you may do. They 
are Hint, Help, and Quit. 

¢ Hint: Type HINT to see a hint that will help you solve the puzzle. 
e Help: Type HELP to read the instructions. 


¢ Quit: Type QUIT to stop playing "Eyes on the World." The 
program will ask if you are sure you want to quit. 


Type N and then press Return or Enter if you want to-keep playing. 


Type Y and then press Return or Enter if you want to quit. 
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COMPUTER 
STUFF A Utility 








What You Will Find 


On the Computer Stuff MAIN MENU, you will find COPY A 
PROGRAM and INITIALIZE A DISK. 


COPY A PROGRAM 


Microzine is committed to offering your students programs that 

will challenge and reinforce their critical thinking skills. To make 
these programs accessible to your entire class, Scholastic grants 
permission for you to make one copy of the Critical Thinking program 
in this issue for each of your students. 


In this issue, the Critical Thinking program is "FYI: A Database,” on 


Disk 1; Side 2. To copy this program, use any ProDOS copy utility. 
Follow the directions on your copy utility to copy a disk. 
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INITIALIZE A DISK 


Choose this function to initialize a data disk. 


A data disk is a blank disk (or one that you don't mind erasing) that 
has been initialized by Microzine. Initializing a disk gets it ready to 
save your data for Microzine. 


To initialize a data disk, use the Hand to choose INITIALIZE A DISK 
and then press Return or Enter. 


The program will tell you that you need a blank disk, or one you don't 
mind erasing. The Hand will be pointing to Next. Press Return or 
Enter. 


The program will tell you to insert your blank disk. The program will 
tell you that the disk will be erased. It will ask, "Do you want to go 
ahead?" Use the Hand to point to Yes or No, and then press Return 
or Enter. 





The program will initialize the disk. Then the Computer Stuff list of 
functions will appear. You now have a data disk. You may use it for 
any Microzine feature that requires a data disk. 
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MICROZINE 


SCOPE & SEQUENCE 
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FYI; A DATABASE Microzine's 
OF OUR FIFTY 7 Critical 


Thinking 


STATES | Program 


DIFFICULTY LEVEL: Challenging, Average, Easy 





VOCABULARY PREVIEW: database, category, subcategory 


SCHOOL ACTIVITIES 

COMPUTER LITERACY: Introduce this database by explaining to 
students that a database is a resource of information on a single 
topic. Ask students to name their state and the states that border 
their state. List the states on the chalkboard. Assign teams of 
students to search for the listed states in the database. 


CRITICAL THINKING: A database is a perfect vehicle for reinforcing 
the critical thinking skill of classifying. Explain to students that a 
database classifies each piece of information in it by categories or 
subcategories. To demonstrate how a database searches, ask your 
class to stand up. Say, "| am searching for all of the students that 
have brown hair." Ask every student that does not have brown hair 
to sitdown. Say, "| am searching for all of the students that have 
brown hair and are wearing something blue." Ask every standing 
student that is not wearing something blue to sit down. Say, "| am 
searching for all of the students that have brown hair, are wearing 
something blue, and are right-handed.” Ask every standing student 
that is left-handed to sit down. Say, "Il am searching for all of the 


i .. _ Students that have brown hair, are wearing something blue, are right- 
handed, and like lima-bean ice cream." Every remaining student will 
probably sit down! 
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Point out that a database searches in the same way: it searches for 
one fact at a time, classifying each entry into two categories: those 
that fit the criteria the user imposes and those that do not. 


Have students experiment with "FYI: A Database" on their own. 
Then have students discuss what searches they made, and what 
they discovered about how a database sorts and classifies 
information. 





HOME ACTIVITIES 


ART & DESIGN: Have students choose a state and draw a poster 
illustrating facts about the state that they learned from the database. 


Here are the answers to the Our Fifty States Puzzies: 


BROOK VISITED: CUFF VISITED: VIOLET VISITED: ROCKY VISITED: 
Oklahoma Alaska Delaware Oregon 
Wyoming New York New Jersey Texas 

Arkansas Montana Maryland Mississippi 
Colorado _ Nevada Massachusetts North Carolina 
South Dakota Connecticut Rhode Island Maine 
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A NIGHT AT 2 
. A Twistaplot™ 
FLEENER'S Adventure 


DIFFICULTY LEVEL: C hallenging, Average, Easy 





VOCABULARY PREVIEW- swerve, stagger, mannequin, intruder 


SCHOOL ACTIVITIES 

CRITICAL THINKING: In this Twistaplot, students have to deduce 
which of the objects they find at Fleener's to use to outsmart the 
robot guards. Have students make a list of other objects they might 
have chosen to stop the robot guards. For example, instead of 
spraying perfume to confuse the odor-sensitive robot, students 
might suggest opening a can of sardines, or a bottle of rose water 
to throw the robot's bionic nose off the trail. 


RESEARCH/WRITING: Robots are not only found in fiction. Many 
businesses are currently using robots. Have students go to the 
school or local library. Have them look up an article in The Guide to 
Periodical Literature about how robots are used in business today 
and have them write a brief report about the information they find. 





HOME ACTIVITIES 

ART & DESIGN: It's great to buy gifts for family and friends. But 
it's also great—and easy—to make gifts! Ask students to save 
household objects, such as coffee cans and egg cartons. Then, 
using only their imagination, tell them to construct a useful object. 


For example, a decorated egg carton makes a great desk organizer, 
with one cup for paper clips, another for rubber bands, etc. 


Here are hints to help you get your dad a gift and avoid Fleener's robot guards: 


Take the marbles in the Storage room. Use them to stop the robot in Linens. 
Take the radio in Electronics. Use it to stop the robot in Stationery. 

Take the magnet in Hardware. Use it to stop the robot in Jewelry. 

Take the car in Toys. Use it to stop the robot in Accessories. 

Take the perfume in Cosmetics. Use it to stop the robot in Appliances. 

Take the shoe in Shoes. Use it to stop the robot in Candy. 

Version 1: the computer is in Flowers. Today's password is BUG CHOW. 
Version 2: the computer is in Accessories. Today's password is EYE BELT. 
Version 3: the computer is in Housewares. Today's password is SPUD HEAD. 
Version 4: the computer is in Books. Today's password is COMEDY STORE. 
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THE CASE OF THE 
UNIDENTIFIED een 
FLYING ALIEN corsa 


DIFFICULTY LEVEL: Challenging, Average, Easy 





VOCABULARY PREVIEW. transferred, caper, alien 





SCHOOL ACTIVITIES 

DISCUSSION: Lead students in a discussion about UFOs. Do 
students think they exist? Do your students believe witnesses who 
claim to have seen UFOs? Discuss the possibility of life forms 
existing on other planets, or in other solar systems. 


Tell students to think about questions they'd ask of an alien. What 
~ would they want to tell an alien about our culture? What would they 
want to learn about an alien's culture? 


CREATIVE WRITING: Have students write a short story about 
meeting an alien. Encourage them to include a physical description 
of the alien and his or her home planet. 





HOME ACTIVITIES 


READING: Have students read a science-fiction book. Some 
selections they might enjoy are: 


Appleton, Victor, The Tom Swift series, Wanderer Books, 1981-83. 


Cameron, Eleanor, Stowaway to the Mushroom Planet, Joy St. 
Books, 1956. 


‘Cameron, Eleanor, The Wonderful Flight to the Mushroom Planet, 
Joy St. Books, 1954. 


Beatty, Jerome, Jr., Maria Looney and the Cosmic Circus, Avon 
Books, 1978. 


Beatty, Jerome, Jr., Maria Looney On the Red Planet, Avon Books, 
1977. 
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EYES ON =: 
THE WORLD a Lime Vision 


DIFFICULTY LEVEL: Challenging, Average, Easy 





VOCABULARY PREVIEW- pagoda, Glasnost, pyramid, canal 





o SCHOOL ACTIVITIES 


GEOGRAPHY: Using a map or globe, have students locate the 
countries pictured in "Eyes on the World.” Then have students point 
out each country's capital. 


RESEARCH/WRITING: Divide the class into small groups. Have each 
group choose a different country from the program to research. 
Then tell students to write a travel brochure for that country. What 
points of interest should a tourist visit? What kind of food do the 
people there eat? How do they dress? What is the weather like? 


Encourage students to make their brochures more attractive by 
adding photographs from books and magazines, and pictures they 
draw themselves. 





HOME ACTIVITIES 

SOCIAL STUDIES: Tell students to be on the look-out for things 
they see and use everyday that come from other countries. Have 
students keep a list of the foreign items they find. 


The pictures and the countries they represent in “Eyes On The World” are: 


e Pagoda: Japan Great Wall: China Tower of Pisa: Italy 
: Eiffel Tower: France Koala Bear: Australia Bullfighter: Spain 
Big Ben: England . Taj Mahal: India Coffee Beans: Columbia 
a. The White House: United States Pyramid: Egypt Mayan Ruins: Mexico 
Red Square: The Soviet Union Windmill: The Netherlands Canal: Panama 
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"A Night at Fleener's" ACTIVITY PAGE 


FLOORPLAN PLANNER 


Make a floorplan of Fleener's Department Store! What will you 

include on your map? Will you show where each department is 

found? Will you show where objects are located? Remember that | 
there are four versions to this story. Make a floorplan for each é 
version. List below what you will include in your floorplan. 


MY FLOORPLAN WILL SHOW: | é 





This Activity Page may be reproduced for use in your classroom. Copyright © 1989 by Scholastic Inc. 
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"Eyes on the World" ACTIVITY PAGE 





EYES ON YOU! 


In "Eyes on the World" you identified countries by pictures of 
buildings or objects that are found in that country. For example, you 
identified the Eiffel Tower and knew that it is found in France. 


If we made a program called "Eyes on You," what pictures would we 
include? What objects or things are special about you? 


Make a list of the pictures that would be included in "Eyes on You." 
Then draw one of the pictures below. 


This Activity Page may be reproduced for use in your classroom. Copyright © 1989 by Scholastic Inc. 
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ISBN: 





0-590-87287-7 





® 
No. 32 


Disk 1 : | : 

Side 1: Microzine Guide Eyes on the World 

Side 2: FYI: ADatabase Apple®64K 

Gopynient © 1989 OY Scholastic Inc. ISBN: 0-590-87262- 1 


Published by Scholastic Inc. , 
All rights reserved. Manufactured in U.S.A. 
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SOFTWARE LICENSE AND LIMITED WARRANTY AGREEMENT FOR 
COPY PROTECTED SOFTWARE PUBLISHED BY SCHOLASTIC INC. 


IMPORTANT: READ THIS LICENSE AND LIMITED WARRANTY AGREEMENT CARE- 
FULLY BEFORE USING THE ENCLOSED SOFTWARE AND DOCUMENTATION. THEN, IF 
YOU AGREE WITH THE TERMS OF THIS AGREEMENT, FILL OUT AND SIGN THE 


| ATTACHED WARRANTY REGISTRATION CARD AND SEND IT TO SCHOLASTIC INC. 
(SCHOLASTIC). IF YOU DO NOT AGREE WITH THESE TERMS, RETURN THIS PACKAGE 
TO SCHOLASTIC IN RESALEABLE CONDITION FOR A FULL REFUND. 





1. COPYRIGHT 


The software programs contained on the disk(s) and the documentation in this package are fully 
protected by U.S. copyright law. Scholastic and/or the author(s) of this program own all right, title 
and interest in any copyright in the program. It is against the law to copy or in any way duplicate 
the documentation, disk(s), or any portion of the program except under the terms and 
conditions expressly stated in this Software License and Warranty Agreement. 


> 2. USER’S RIGHTS AND RESPONSIBILITIES 


Under the terms of this license and U.S. copyright law, you have certain rights to use the disk(s) and 
documentation included in this package. You also have the responsibility not to use the disk(s) and 
documentation in a manner that violates this license or copyright laws. Any rights not specifically 
granted herein:are reserved by Scholastic. Your specific rights and responsibilities are: 

Previewing the Program 


e You MAY use and review the software and documentation in this package for up to 30 days 
before deciding to purchase it. If you do not return the complete package to Scholastic in — 
resaleable condition within that 30 day period, you agree to purchase the software package. — 

e You MAY NOT copy the contents of the disk(s) or any of the documentation in this package 
during the preview period for any reason whatsoever. 

f Completing the Warranty Registration Card : 
| ¢ Once you have purchased the software package, you MUST complete the attached 
Warranty Registration Card and return it to Scholastic to be eligible for technical service, free 
disk replacement, product information, and free disk updates. 
Using the Program 


¢ You MAY NOT copy the contents of any of the disk(s) in this package unless permission to 
copy is expressly granted in the documentation . 


¢ If you want multiple copies of the disk(s), you MAY, as the owner of the program, buy them 
from Scholastic at a per disk price to create a Customized Lab Pack. 


¢ You MAY NOT load the contents of the disk(s) in this package into more than one computer 
for simultaneous use. This so called “multi-loading” constitutes copying the program and is 
expressly forbidden by this Agreement. 


e You MAY NOT copy the program onto a network or other moll: user device. If you wish to 
‘ install the program on a network or other multiple user device, you MUST purchase either a 

network version or a network license for the stand-alone version of the program. 

¢ If permission for hard disk use is granted in the documentation, you MAY install the program 
onto and use the program on one hard disk at any one time. To install the program on 
additional hard disks, you MUST purchase additional packages. 

Replacing a Damaged or Defective Disk | | 

¢ If adisk is damaged or defective, send the defective disk to Scholastic for a free replacement 

(see instructions under Software Warranty and Lifetime Replacement Policy section below). 
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Copying the Documentation 
¢ You MAY NOT duplicate pages from the enclosed documentation for any purpose unless 
permission is expressly granted within the documentation. 
¢ You MAY NOT make copies of activity books or any other print items that are sold separately 
by Scholastic. 
¢ For permission to copy print materials for use at workshops or teacher training sessions, 
contact Scholastic Software at 800-541-5513. In Missouri, call 800-392-2179. 


Restriction on Distribution, Sale or Lease of Programs or Documentation 


« You MAY NOT distribute, sell or lease copies of the program or documentation unless you 
have been given explicit written permission to do so by Scholastic. 


3. SOFTWARE WARRANTY AND LIFETIME REPLACEMENT POLICY 
Scholastic warrants the original purchaser of this product that the disk(s) containing the Scholastic 


program shall be free from defects in materials and workmanship. If a disk becomes defective at any 


time, you may return it to Scholastic for a free replacement. To be eligible for free disk replacements 


and technical support, you MUST HAVE completed and returned the attached Warranty Registration 


Card. 
Send disk(s) and Scholastic Software. InCanada: Scholastic Software 
correspondence to: P.O. Box 7502 123 Newkirk Rd. 
7 2391 E. McCarty St. Richmond Hill L4C 3G5 
Jefferson City, MO 65102 Ontario, Canada > 
4. DISCLAIMER 


This warranty does not apply to the software programs contained on Scholastic disks, which 
programs are sold “as is”. This warranty is in lieu of all other warranties, whether oral or written, 
expressed or implied. Any implied warranties, including implied warranties of merchantability and 


fitness for a particular purpose, are limited in duration to ninety (90) days from the date of purchase of 
this product. Scholastic shall not be liable for incidental and/or consequential damages for the breach 


of any expressed or implied warranty, including damage to property and, to the extent permitted by 
~ law, damages for personal injury. Some states do not allow the exclusion or limitations on how long 
an implied warranty lasts, so the above limitation or exclusion may not apply to you. 


_ This warranty shall not be applicable to the extent that any provision is prohibited by any federal, 
__ state, or municipal law that cannot be preempted. This warranty gives you specific legal rights, and 
_ you may also have other rights which vary from state to state. 


5. MISCELLANEOUS 


__ This Software License shall be governed by the laws of the State of New York and shall inure to the 
_ benefit of Scholastic Software, a division of Scholastic Inc., its successors and assigns. 


6. ACKNOWLEDGEMENT 


Licensee acknowledges that he has read this Software License, understands it, and agrees to be 
bound by its terms and conditions. Licensee also agrees that this agreement is the complete and 
exclusive statement of agreement between the parties and supersedes all proposals or prior agree- 
ments, verbal or written, and any other communications between the parties relating to the subject 
matter of this agreement. 
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7. Which subject(s) use this product? 
i [ ] Math [] Language Arts [] Social Studies 
) [ ] Science [] Business Ed [ ] Computer Studies 
) [ ] Reading [] Other (Specify): 
8. Where is product primarily used? 
- [ ] Classroom []  Library/Media Center [ ] Resource Room 
; [ ] Computer Lab [] Home [] Office 
1 [ ] Other (Specify): 
> 


9. How is the product primarily used? 
[ ] Basic Instruction [] Enrichment [] Remediation — [] Tool 


10. For each of the following questions, enter the code that corresponds to the 
appropriate answer. 


O1- Teacher 05- Curriculum Coordinator 
02- Principal 06- Purchasing Agent 
03- Department Head 07- Other (Specify): 
04- Computer Coordinator 
a) Who expressed initial interest in buying this product? Code 
b) Who made the final decision to purchase this product? Code 
c) Who placed the order for this product? Code 
11. What source(s) of funds were used to purchase this product? 
[ ] School Budget [ ] Federal Funds [ ]. State Funds 
[ ] District Budget [] Other (Specify): 


SEAL WITH TAPE HERE 





SCHOLASTIC SOFTWARE WARRANTY REGISTRATION CARD 


To be eligible for technical service, free disk replacement, product information, and free disk updates, please 
complete the following. 


Name: 


| have read the Software License and Warranty Agreement and agree to abide by its terms. 


Signature Date 








Title: {] Teacher [ ] Curriculum Coordinator 
[ ] Department Head [ ] Other (Specify): 
{ ] Computer Coordinator 
(lf non-teacher, please fill in home address) 
School 
Street Address _ : | b> 


City, State, Zip 
Title of Product Purchased 


Date Purchased 





Ages of Software User(s): (circle all that apply) 


6 e 8 9 10 11 12 13 14 15 16 17 18 Adult 





Computer Version: [J] Apple {] MS-DOS 





Disk Format: L} 525" ft 3S 





1. How did you learn about this product? 

{] Scholastic Software Catalog {[] Magazine Review 

{] Scholastic Sales Representative [] | Educators’ Workshop 

[] Scholastic Authorized Education Dealer [] Scholastic Family Catalog 

[] Received Information in the Mail [] Recommended by friend/colleague 
[] 


Magazine Advertisement 
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2. What factor most influenced your decision to purchase this product? 


(Please check one box only.) > 
[] Scholastic's reputation [] Service/Warranty Policy 
[] Price [] Other (Specify): 


[] Wanted that specific product 


_ (Educators only please continue) 


3. School Location: [ ] {] Suburban []} Rural 
School Type: [] Public [] Private 
Student Enrollment: [] [] 300-499 [} 500+ 


4. Approximate number of the following computers in your school: 


Apple Il Series IBM/MS-DOS Macintosh 


512K 


5. Memory most available: [] 48K 128K [ 
[] 1MB 


[] 
64K [] 256K [ 


tosrmed  teorend 


6. Disk drive configuration most available: 


[ ] One 5.25" {] Two3.5" [] One 5.25" and one 3.5" 
[ ] Network [] Hard Disk 
- continued - 
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Miecrozine Back issue Order Form 


s Es, @ Please send me the following back issues of 


Microzine. | understand that I may evaluate each one for 30 
days. If |am not satisfied, | may return any issue for a complete 
refund. The material, of course, must be in resaleable condition. 


SHIP THE FOLLOWING: 



























| DP95155_ 
ae ee 
a ae eae See ee 
Sc ee ee ae. ae 
.pesesga | 
..o  a ae eee ee 
a a ee Be 
Se Se ee 

a See 

See Se ee 

a ee eee 
a 


14.95 | 


| 
: Seo ia: tae Sees 


Components: Each issue contains one program Total Amount 
disk plus a Microzine Handbook. Shipping and Handling 


SHIP TO: GrandTotal |_$ -__ 
NAME 

ADDRESS 

CY... eS ee eee 

PHONE #: ( 
SIGNATURE 

Check or money order enclosed, payable to: Microzine 

DO NOT SEND CASH, PLEASE 

Please charge to my: || Visa |) MasterCard 

Account Number: | Expiration Date 


Use tape. No staples please. 























For Credit Card Orders, please call 
toll-free 800-541-5513 

In Missouri call 800-393-2179 
(credit card orders only) 


THANK YOU FOR YOUR ORDER? 










SSLVLS GaLINA 
AHL Ni 
QSTIVW al 


AYVSSSOAN 
ADVLSOd ON 





8966-Z01S9 OW ‘AiID UuOSieyer 
cOSZ XOg ‘Od 
Ja91S AUeDQOW- ISey LE6Z 


euzarmy 


335SS3YGQV AP Givd 39 TIM ADVLSOd 








OW ALID NOSH3S53¢ S8 ON LINYAd SSV10 LSuYls 


TWA Aldsad SSANISNE 














